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Ashcan Edition 


Miserable Headlin 


PREHISTORIC BEHEMOTH ATTACKS! 


A 120-meter-tall monster emerges from the waters around Cy. 
Its behavior baffles scientists and officials; it isn’t hunting 
or nesting, it just moves. 


SINISTER SUBPLOTS 


Hidden agendas are at play (whether or not the PCs realize 
it). Choose as many as you like or roll [d4]: 


1. One or more corps want to control the God-Lizard as a 
military and political tool. 

2. A cult dedicated to the God-Lizard subverts and 
sabotages opposition to the beast’s reign of 
destruction. 

3. The PMCs know conventional weapons are useless—but 

corporate leadership is more than happy to sacrifice 

personnel and materiel to rack up a nice, big bill. 

4. The upper echelon of Cy government knew about the God- 

Lizard all along; according to a private memo, the 

creature presents “exciting opportunities for urban 

renewal without th xpense and red tape of traditional 
demolition operations.” 


The cultists of the God-Lizard believe [d6]: 


1. It is truly a god incarnate. 

2. It is an alien daemon sent to punish humanity’s sins. 

3. It is here to impose justice on the oppressors. 

4. It will cleanse Cy so the citizens can make a fresh 
start. 

5. It is here to protect Cy from a greater, yet-unknown 
threat. 

6. It is one half of the two-headed AI made flesh. 


LANDFALL 


The God-Lizard wades ashore in [d6]: 


Bigmosse 

Oak Isles 
North Central 
South Central 
osscroft 
Edges 


DAO BWNE 


A CITY DOOMED 


Roll once every 15 minutes of play time (or whenever you 
need to shake things up) [d6]: 


Fallout (p. 3) 
Obstruction (p. 3) 
Encounter (p. 3) 
Skirmish (p. 4) 

Lead (p. 4) 

ilitary Action (p. 5) 


NOB WNE 


Each time you roll, the God-Lizard moves into a new hex: 


Any hexes the God-Lizard moves through become ruined: 
buildings leveled, infrastructure destroyed, mass 
casualties, etc. 


If the God-Lizard leaves the grid, Cy is safe .. for now. 
Whenever you would roll a new Miserable Headline, there’s a 
50% chance it returns instead. 


FALLOUT 


Choose an effect based on the God-Lizard’s path of 
destruction or roll [d4]: 


1. Basic supplies like food and potable water becom ven 
scarcer. Increase prices xd4. 

2. Stores can’t keep arms and tech on the shelves. Increase 
prices xd4. 

3. The chain of command breaks down, and anarchy rules the 
streets. All Encounters are now Skirmishes. 

4. Refugees surge into as-yet-unaffected areas. Halve 
movement speed through Cy. 


OBSTRUCTIONS 


Unaffected hexes: SecOps checkpoint. Sneak or fight your way 
past; d4 Generic SecOps (CY BORG p. 92). 


Ruined hexes [d4]: 


1. PMC barricade; 2d4 soldiers (as UCS Operatives, CY BORG 
Diese 92): 

2. Rubble. Test Strength DR 10+(d4x2) to navigate it or 
waste time finding a way around. 

3. Automated perimeter guard. d2 Turrets (CY BORG p. 99) 
enforcing area denial. 

4. Biocontamination. The area is covered with the God- 
Lizard’s biomatter; go around or gain 1 rad (p. 5). Is 
it... is it growing? 


Devastated hexes: s Di -Dis 


ENCOUNTERS 


Catastrophe always brings out the worst in people. [d6] 


d8 Gang Goons (CY BORG p. 92) looting 

d8 Generic SecOps (CY BORG p. 92) imposing martial law 

dé Virid Vipers (CY BORG p. 92) collecting “tolls” from 

evacuees 

4. d6 UCS Operatives (CY BORG p. 92) busting heads (doesn’t 
matter whose) 

5. Cy-Raging Menace (CY BORG p. 94) on a slaughter spree 

6. d4 Crawlers and dé Flyers (CY BORG p. 98) conducting 

crowd-control operations 


WNHR 


You can’t fight a natural disaster, 


but you can definitely 


fight everyone else caught in it. Roll twice to see who’s 
pissed at whom [d10]: 

1. 3d4 Generic SecOps (CY BORG p. 92) 

2. 2d6 Gang Goons (CY BORG p. 92) 

3. 2d6 UCS Specialists (CY BORG p. 92) 

4, 2d4 Virid Vipers (CY BORG p. 92) 

5. 2d4 Crawlers, 3d4 Flyers (CY BORG p. 98) 
6. d6 Grey-CERT (CY BORG p. 95) 

7. a6 Special Forces (CY BORG p. 95) 

8. d4 Vindicators (CY BORG p. 103) 

9. d4 MilCorp Gunships (CY BORG p. 108) 
10.d3 Mechs (CY BORG p. 110) 


LEADS 


The PCs receive a hot tip (d6): 


1-3. Target of opportunity; roll on t 
(CY BORG p. 118). 
4. Someone knows something about th 


may even be useful. (See Siniste 
Black-market buyers are already 
Lizard tissue samples. PCs can s 
recovery team (d6 Special Forces 
harvest some themselves. 

A scientist has developed a way 
Lizard. Someone probably wants t 
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r Subplots, p. 1.) 
placing bids for God- 
teal some from a PMC 
, CY BORG p. 95) or 
to combat the God- 
hem dead. (See 


Sinister Subplots, p. 1.) The weapon that can kill a 
god is [d4]: 
1. A chemical process that destroys oxygen in water. 


Only effective if the God-Li 
A sonic pattern that attrac 
attention. Can be used to l 
into a trap, but the bait w 
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An experimental coagulant t 
fusion. Effective only in la 
must be injected into the G 
at its sole vulnerable poin 
A programmable particle tha 
matter. Must be activated a 
secret code. 


2 


zard is submerged. 

ts the God-Lizard’s 

ure it away from Cy and 
ill have to get (and 


hat halts bionuclear 
rge quantities, which 
od-Lizard’s bloodstream 
the mouth. 
crystalizes organic 
close range using a 


MILITARY ACTION 


PMCs deploy the following weapons in escalating order. 
(None ar ffective. At all.) 


Retaliation: the God-Lizard unleashes its nuclear energy, 
Devastating its occupied hex (s below). 


Action Retaliation 
Aerial sortie: rockets and HMGs = 


Surface-to-surface attack: tanks, mobile 


artillery, heavy mechs oe 
High-altitude airstrike: MOABs, Daisy Cutters 50% 
Missile strike: bunker busters, thermobaric 75% 
warheads 


Nuclear option: tactical nukes (Devastates th 
ntire hex; s below) 


Last resort: thermonuclear warhead (Devastates 
all adjacent hexes; s below) 


DEVASTATION 


Devastated hexes are DR18 to explore and move through; PCs 
gain one rad. 


FADS 


Points representing radiation sickness. 


° PCs receive a penalty on all rolls equal their rad 
count. 

° If rads exceed the PC’s max HP, they die in a number of 
hours equal to their Toughness. 


For each week a PC goes without exposure to radiation, 
remove 1 rad. 


Radiation sickness symptoms: 


* Nausea, vomiting, diarrhea, loss of appetite 
. Immunocompromised 

* Sterilized 

° Internal hemorrhaging 

« Nerve damage 

° Organ failure (gastrointestinal, heart) 
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FILMOGRAPHY 


Gojira (1954) / Godzilla, King of the Monsters (1956) 
Gojira (1984) / Godzilla 1985 
Shin Gojira / Godzilla Resurgence (2016) 


Godzilla: Singular Point (2021) 
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